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WARNING: PLEASE READ THE ENCLOSED CONSUMER 
INFORMATION AND PRECAUTIONS BOOKLET CAREFULLY BEFORE 
USING YOUR NINTENDO' HARDWARE SYSTEM OR GAME PAK. 

THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT 
SOFTWARE RATING BOARD. FOR INFORMATION ABOUT THE ESRB 
RATING, OR TO COMMENT ABOUT THE APPROPRIATENESS OF THE 
RATING, PLEASE CONTACT THE ESRB AT 1-800-771-3772. 
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AMSlIMANrr tMAr NINTENDO HAS 
AUMnilVAO THE OUALfTY OF THIS 
EHiMlUC t ALWAYS LOOK FOR THIS 
SIlAI WlirN BUYING GAMES AND 

At;I msoHies to ensure complete 

<)t IMPATIBIUTY. ALL NINTENDO 
PRODUCTS ARE LICENSED BY SALE FOR 
UMf. ONLY WITH OTHER AUTHORIZED 
PRODUCTS BEARING THE OFFICIAL NIN¬ 
TENDO SEAL OF QUAUTY. 
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JAM"^ IT HOME! 

Cut loose, drive for the net, and give it 
all you've got! With NBA* JAM” TOURNA¬ 
MENT EDITION”, you're experiencing 
wham, bam hoop action like you've never 
seen before! 

NBA* JAM ” TOURNAMENT EDITION” lets 
you wham it and Siam it with rim-rocking 
superstars like Scottie Pippen, Patrick 
Ewing, Dominique Wilkins, Hakeem 
Olajuwon, Chris Muilin and Kari Malone! 
They're all here: the greatest superstars 
of the sport that has become the greatest 
game on the globe! 

Blast off with the Rockets and the 
Blazers, display some roundball Magic 
and Heat, fly high with the Hawks and the 
Hornets! All 27 NBA* teams are repre¬ 
sented as you take to the boards in one- 
on-one, two-on-two, or two-on-one com¬ 
petition! 

Prepare for full-scale competition with 
a Jam-packed practice session! Hit the 
hardwood with slams and turbo-charged 
Jams! Take the three-point shot from the 
far end of the court, or Jam it home from 
under your opponent's net! 

You think you know the game? Think 
again! With NBA* JAM” TOURNAMENT EDI¬ 
TION” you're entering a whole new world of 
rim-ramming, hard-hitting hoop excitement! 
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BEFORE YOU LACE 
UP THE SHOES 


LOADING 


1. Make sure the power switch is OFF. 


2. Insert the NBA* JAM” TOURNAMENT 
EDITION” Game Pak as described in your 
SUPER NINTENDO ENTERTAINMENT SYS¬ 


TEM* instruction manual. If you wish to 
play a three or four-player game, plug in a 
Super Multitap” or a Super Link” (sold 


separately) at this 
time as described 
in its instruction 
manual. NOTE: 
NBA* JAM” TOUR¬ 
NAMENT EDITION” 
supports only the 
Super Multitap” or 
the Super Link”. 



3. Turn the power switch ON. 


When the NBA* JAM” TOURNAMENT 
EDITION” title screen appears, press the 
START BUTTON. [NOTE: There are four 
different player positions in NBA* JAM” 
TOURNAMENT EDITION”. Players 1 and 2 
are teammates, and players 3 and 4 are 
teammates who oppose them.] 


HEAD TO HEAD mode places two 
human players on opposite teams. The 
person with controller 1 is player 1, but the 
person with controller 2 is player 3. You 
can play one-on-one, two-on-two, or two- 
on-one competitive games. 
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TEAM GAME mode puts both players 
on the same team (2 players vs. comput¬ 
er), making the person with controller 1 
player 1, and the person with controller 2 
player Z. It's you and a friend against the 
computerl 

PRACTTCE mode, exclusive to NBA^ 
JAM" TOURNAMENT EDITION" enables 
you to work extensively on perfecting 
your passing and Jamming skills before 
you take them Into HEAD TO HEAD or 
TEAM GAME competition! Workable with 
one player plus a CPU teammate or with 
two human players, PRACTICE mode 
airows you to set up specialty drills, and 
to review and refine your dunks before 
you team up against the NBA*'s best! 

OPTIONS mode lets you customize 
your NBA* JAM 'Tournament Edition" 
game play in a wide variety of waysl 
(For additional details on this mode, 
see CUSTOMIZE THE CAME on page S) 

If you are using a multi-player adaptor, 
you will be asked to select the controller 
number corresponding to the player you 
wish to control: controller 1 is player 1, 
controller 2 is player Z, and so on. 
Everyone who wishes to participate 
should then press the START BUTTON 
on their respective controllers. 

Whether you are using a multi-player 
adaptor or not, you will Ihen be ask^ If 
you wish to enter your Initials for redord-^ 
keeping. Use the control PAD and the 
A, B, X, Y or START BUTTON to ^oose. 


I 


1 



This decision affects all players' no player 
can enter initials if "no" is selected. If 
"yes" is selected, each player will then be 
asked to enter his/her initials ■ Use the 
CONTROL PAD to move the cursor to the 
desired letter, then press the A, B, X, or Y 
BUTTON to select. If the Initials entered 
are one of the sixteen in memory, your 
record will be immediately recalled, NBA* 
JAM' TOURNA- — 

MENT EDITrON''*s 

record-keeping I 

feature stores ,B ^ ? I 

each player^s ^ 

record, ran king, ff ^ fi - JI || 

winning percent- ■. a 

age, and morel 

In all but the 

OPTIONS mode, you will ^en be asked to 
choose your NBA* team. Use the CON¬ 
TROL PAD to highlight the team you want. 
Both players can pick the same team. 
Each team is comprised of two players 
from a roster of three or more NBA* 
teammates. In addition to the 27 NBA* 
teams, NBA* JAM" TOURNAMENT 
EDIDON" features a rookie team made up 
entirely of NBA* newcomers. As with reg¬ 
ular teams, both players can select rookie 
teams. Rookie team games do NOT count 
towards a season. 

Notice that for every player featured in 
NBA* JAM"* TOURNAMENT EDITIONa 
field of statistical ability rankings appears 
at the bottom of the screen below the 
player^s portrait. These figures rate each 
player on a scale of O to 9 in eight Impor¬ 
tant playing categories. 














Attributes ratecJ are: 





Speed: How peppy the player is. 

3 F^: Rates how well the player hits the 
hoop from “downtown"* 

Dunk: A ranking of what kind of 
Jammer the player Is. 

Pass: How accurate a player’s passing 
game is. 

Power: The power of a piayer is 
important in terms of both his strength 
and his abiirty to withstand injury. 


Steal: Rates a player's ability to strip 
the ball from opponents. 

Block: How good is this player at 
rejecting and deflecting attempted shots? 
The block rating tells no Mel 

Clutch; Tells you whether this player 
comes through when you need him rtiost,^ 
or if El Foldo is more his style. 


Once you've highlighted your team, use 
the A, B, X, or Y BUTTON to scroll through 
the available player combinations on that 
team, then press the START BUTTON to 
lock In your choice. 


CUSTOMIZE THE 
GAME! 

The options screen provides you with a 
wide variety of ways to affec:t game play: 

TIMER SPEED: The speed of the 
clock may be set from 1 (very slow) 
to 5 (very fast). 

DRONE OlFFHCULTYr The competitive 
intelligence of your computer controlled 
opponents may be set trom 1 (not so 
smart) to 5 (very smart). 

TAQ MODE: In a one-'playsr or one 
human per team game, NBA* JAM“ TOUR¬ 
NAMENT EDmON " allows you to select 
how you wish to control your teammate. 
OFF is the default. As In the arcade ver¬ 
sion, you control one player the entire 
game, and the computer controls your 
teammate (unless a human player should 
"Jump in" with his START BUTTON)* ON 
enables you to controJ both the ball-han¬ 
dling and the movement of whichever 
player on your team has the ball. In other 
words, you pass off control when you 
pass off the ball. The "tag" occurs when 
your teammate gains possession, so if a 
pass is intercepted, you retain control of 
the player who passed. 
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COMPUTER ASSISTANCE: Set on or off. 
When on, this option button will cause the 
computer to make sure that games 
remain close by cooling off any team that 
gets too big a lead! Turn off to give both 
teams a “fair shake”. 

CONTROLLER CONFIGURATION: 

This mode offers you six different ways 
of setting up the BUTTONS on your 
controller for various pass, shoot, and 
turbo options. 

VIEW/ DELETE RECORDS: Activating 
this option will take you to the record 
screen. NBA* JAM ’ TOURNAMENT 
EDITION’" stores records and stats for 
up to 16 different players! At some point, 
however, you may wish to make room 
for a new one. To erase a record, use the 
CONTROL PAD to highlight the desired 
record and press the A BUTTON. You will 
then be asked to confirm whether you 
truly wish to delete this record. Press the 
START BUTTON to abort your deletion, or. 
the Y BUTTON to erase the record. Press 
the START BUTTON to return to the 
OPTIONS screen. 

SPECIAL FEATURES allows you to 
make additional adjustments to six 
game features: 

1 . TOURNAMENT MODE. When on, this 
disallows all power-ups and cheats, and 
turns computer assistance off. Notice 
that when Tournament Mode is on, all 
other options in the special features menu 
are not available, and that Computer 
Assistance is automatically turn^ off 90 
the regular options screen. 


2. SHOT CLOCK. May be adjusted from 
5 seconds to 24 seconds. 

3. OVERTIME. May be adjusted from 1 
minute to 3 minutes. 

4. HOT SPOTS. When on, will create vis¬ 
ible hot spots with 
different point val¬ 
ues. Shoot or 
Jam*" from a hot 
spot and score 
bonus points! 

When your player 
lands on one, 
you'll hear a 
sound and the 
color of the spot will change. 

5. POWER-UP ICONS. These will enable 
a player to instantaneously (and tem¬ 
porarily) increase his dunking ability, 
cause a player to remain temporarily "on 
firej" increase his ability to intercept a 
pass... and more! Available to be picked 
up by a human player or the CPU, they 
appear on screen at random intervals. 
Here's a directory of available icons you'll 
find In NBA* JAM" TOURNAMENT EDITION": 

[3] Increases a player's ability 
1 ';' ; .,.i| to make the three-point out- 

IlLJ, ^ iniiJ Side shot! 


^ [D] Allows players to perform 

gpp Monster Jams from anywhere 
on the court. 
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[S] Increases a player’s 
overall speed! 





[P] Increases a player*s 
power 



[T] Temporarily gives a player 
unlimited turboi 



[F] Causes a player to catch 
fire, increasing his ability to 
sink those incredible slams! 



[B] The Bomb flattens every¬ 
one on the court except the 
player who collects it- 


G, JUICE MODE. Talk about high¬ 
speed slamming! Turning up the juice 
Increases all players^ overall speed by a 
factor of 1 to 4. Try hitting turbo when 
your ptayer’s been juiced up to a factor 
of fourl Awesomel 

NDt : Hot Spot or Power-Up Icon^ t 
games will NOT count toward your 
season record, ^ 




Once you've made whatever 
options changes you wish to make, 
Dress the START 
BUTTON to lock 
In those options. t 

After the first 

and third quar- jF" 'V . , i i \\M 

ters, the compute H 

er wilt provide I j W~~ , ^'iiLLJiMiiaBS ^ I 

coaching tips to 
help you Improve 
your game! 

After the second quarter, the computer 
will review the players^ statistics for the 
first half. 


TIME TO HIT THE 
BOARDS! 


An NBA* JAM TOURNAMENT EDITION 
game is divided Into 4 quarters of three 
minutes each. A game begins with a tip- 
off, as two players leap for the ball in 
order to gain control. Possession of the 
ball at the beginning of the second and 
fourth quarters goes to the home team 
(team two), and to the visiting team (team 
one) at tfie start of the third quarter, 
regardless of who wins the Initial tip or 
who possesses the ball when the previ¬ 
ous quarter ended. The hcsme team 
defends the basket at the right side of 
the screen and scores against the 
visiting team*s basket at the left side t 
of the screen. 

















The object of the game fs to have 
outscored your opponents when the final 
buzzer sounds. A basket counts for two 
points when It is shot from inside the 
three-point line, and three points when 
shot from behind it* A defensive player 
can block a shot^ but only when the ball 
is on the upward part of its arc. If it is 
touched by a defender on its downward 
flight, a goattending call is made, and 
points are awarded whether or not the 
basket was going to go In. Once the ball 
touches the rim however, tt can be ^ 
grabbed by any player, either offensive 
or defensive. 
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To make identifying the ball-handler 
easy, whenever a player has possession 
of the ball, an orange basketball indicator 
will appear behind his name at the top of 
the screen, if nobody has possession— 
the ball is in the air or has been knocked 
away—there is no indicator* 

If a player scores three baskets in a 
row, he is fire!” During this time, he 
has unlimited turbo, and a much better 
chance of sinking shots from anywhere 
on the floor] Onty one player can be ^^on 
fire” at a time. Being *’on fire” lasts for 
four baskets by the “on fire” player or 
until the next opposing basket goes in^ 
meaning that a teammate can score with¬ 
out disrupting the fire. The bail glows 
when the player on fire holds It and 
smokes when he shoots it] 


SUBSTITUTIONS 


After the 1st, 

2nd and 3rd quar- 

ters, NBA* JAM" |.^._4IIiSTITUTn]n— 

TOURNAMENT I PHESS B J H-VTDSUIRP I 

EDITION allows I ^ I 

you to make play- H I 

er substitutions I ^ ^ il 

from your team !J' ^ ^ j 

roster. Change 
the player combi- 
nation by pressing 

the A, B, X, or Y BUTTON. When you see 
the two players on screen you want in the 
game, press the START BUTTON to begin 
the next quarter. [NOTE: When a player 
completes a season by defeating all 27 


— 4Ui5TITUTn] n —« ^ 
PRESS B J H.VTDSUIRP 

rE:r5’^STi]H[Tjosn^T7 


^ rtx^]Tr^ 1 n rmm 

^ -1 
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NBA* teams, expanded rosters become 
available for some teams,] 

Injury: A progressive assessment of a 
player*s health, this ranking will increase 
as a player sustains Increased injury 
throughout a game. An injured player will 
suffer degraded play in all attribute areas 
so you may wish to substitute a healthy ' 
player for an injured one. Sitting a player 
out for a quarter will completely restore 
his health. 


JAM ” CONTROLS 


CONmOL PAD: Moves your player up 
and down the court. When any player is 
off-screen, his position ts marked by an 
arrow with his player number and color, 
the height showing where he is vertically 
on the court, and distance from the edge 
showing how far off-screen he is, 

OFF-SCREBy INDICATOR ARROW 



SHOOT/BLOCK: When your team has 
the ball, the SHOOT button will cause you 
(and on a one-human team, your comput¬ 
er teammate as well) to shoot for the bas' 
ket. Your player releases the ball when 
you release the button. Releasing the ball 
at the apex of your leap gives your shot 
greater accuracy, but releasing it quickly 
or very slowly fian often prevent a leaping 
defender from blocking or stealing the 
ball. Tapping SHOOT quickly several times 
executes a head- 
fake which may 

trick the defense, Bt^= 1*^1 

but It stops your I * : 51 - : 1 - ' I 

dribble so you jl ;.t > & : ^ I 

m ust either Bx' ■ ‘ r > - v't' » I 

pass or shoot IlL 

the ball before 

you can movel '"VI 

When your 
team does not 
have the ball, 

SHOOT/BL.OC K 
causes your play- 

er to jump up for , I 

a block. Timing is ^1 

crucial to denying " 

the shot. Jump 1^ __ [ Ji 

too early and the ' \1 

shooter can watt 
until you fall out 

of the way, jump too late and the shooter 
can shoot it over youl Many times your 
defender will get a piece of the ball with^ 
out rejecting the shot completely. The ball 
will flash white whenever your defensh/# 
player makes contact with it. 
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When your team doesn’t have the ball, 
pressing these two buttons makes your 
player go for a super block, jumping much 
higher than he ordinarily would! 
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TURBO + SHOOT/BLOCK: When your 
player has the ball near the basket, press¬ 
ing these two buttons causes you (and on 
a one-human team, your computer team¬ 
mate) to go for the Jam, slam-dunking the 
ball into the basket. There are many spec¬ 
tacular “Ultra-Jams” that can be execut¬ 
ed, depending on a number of factors 
such as the player’s dunking ability and 
position. Your player will only Jam if he is 
moving, however, so be sure to drive 
towards the hole if you want to slam! 
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TURBO + PASS/STEAL: Pressing these 
buttons will cause the ball-handler to exe 
cute a much harder and safer pass than 
the PASS button by itself. Often these will 
take the forms of behind-the-back, or 
bounce passes. 


When your play¬ 
er doesn’t have 
the ball, pressing 
these buttons 
together makes 
your player shove. 

When he connects 
it knocks a player 
out of the way. Be 
careful, because 
you can knock 
down your own player, too! Defensively 
the shove is a useful tool for stealing tiie 
ball, bringing down rebounds, and stop¬ 
ping “easy Jams”! Offensively, the shove 
is a good way to clear an area so a team 
mate has a clear shot at the basket. 
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On the following pages are offensive 
and defensive charts for quick and 
























^ OFFENSIVE 
igf CONTROLS 

When player has possession of the ball 
(default settings are in parentheses). 



OEFENSIVE 

CONTROLS 


When player does not have possession 
of the ball (default settings are in 
parentheses). 



1AP 

BUnON 

HOLD 

BUTTON 

PIIE88+ 

TURBO 

SHOOT/ 

BLOCK 

MorB 

BUTTON) 

Block 

Block 

Super¬ 

block 

PASS/ 

STEAL 

(XOPY 
BUnON) ^ 

Steal 

Steal 

Shove 

TURBO 

(LOPR 

TRIGGB) 


Run 

faster 

___ 




































WHAM IT, SLAM IT, 
gf JAM" IT! 


ILftVUCR 


Practice your turbo-charged Jamming 
and slamming and see if you can dupli¬ 
cate some of these breathtaking moves! 
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PLAYER ATTRIBUTES 


NBA* JAMTOURNAMENT EDITION 


all 27 NBA* teams, each ranked on a 
scale of O to 9 In eight important cate 
gories of ability! 
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EASTERN CONFERENC 

CENTRAL DIVISION 
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WESTERN CONFERENC 

MIDWEST DIVISION 
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CHART-TOPPING HIT MUSIC AND SPECTACULAR NBA 
FOOTAGE COMBINE FOR THE SEASON’S HOHEST MIX IN 
NBA JAM THE MUSIC VIDEOS. FEATURING MCA RECORDS’ TOP 
RECORDING ARTISTS AND THE NBA’S MOST THRILLING 
SUPERSTARS, NBA JAM THE MUSIC VIDEOS SHOWCASES THE 
TALENTS OF THE LEAGUE’S GREATEST PLAYERS, LEGENDS 

AND ROOKIE PHENOMS. 


$ 14.98 
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ACCLAIM* LIMITED WARRANTY 

ACCLAIM warrants to the original purchaser only of this ACCLAIM soft¬ 
ware product that the medium on which this software program is record¬ 
ed is free from defects in materials and workmanship for a period of 
ninety (90) days from the date of purchase. This ACCLAIM software pro¬ 
gram is sold “as is," without express or implied warranty of any kind, and 
ACCLAIM is not liable for any losses or damages of any kind resulting 
from use of this program. ACCLAIM agrees for a period of ninety (90) 
days to either repair or replace, at its option, free of charge, any ACCLAIM 
software product, postage paid, with proof of date of purchase, at its 
Factory Service Center. Replacement of the game pak, free of charge to 
the original purchaser (except for the cost of returning the game pak) is 
the full extent of our liability. 

This warranty Is not applicable to normal wear and tear. This warranty 
shall not be applicable and shall be void if the defect in the ACCLAIM 
software product has arisen through abuse, unreasonable use, mistreat¬ 
ment or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES 
AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL 
BE BINDING ON OR OBLIGATE ACCLAIM. ANY IMPLIED WARRANTIES 
APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF 
MERCHANTABILiTY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIM¬ 
ITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE, IN NO EVENT 
WILL ACCUIM BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSE¬ 
QUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNC¬ 
TION OF THIS ACCLAIM SOFTWARE PRODUCT. 

Some states do not allow limitations as to how long an implied warranty 
lasts and/or exclusions or limitations of incidental or consequential dam¬ 
ages so the above limitations and/or exclusions of liability may not apply 
to you. This warranty gives you specific rights, and you may also have 
other rights which vary from stale to state. 

This warranty shall not be applicable to the extent that any provision of 
this warranty is prohibited by any federal, stale or municipal law which 
cannot be pre-empted. 

Repairs/Service after Expiration of Warranty- If your game pak 
requires repair after expiration of the 90-day Limited Warranty Period, 
you may contact the Consumer Service Department at the number listed 
below. You will be advised of the estimated cost of repair and the ship¬ 
ping instructions. 

Acclaim Hotline/Consumer Service Department (516) 624-9300 

The NBA and individual NBA Team identifications used on or in this 
product are trademarks, copyrighted designs and other forms of intellec¬ 
tual property of NBA Properties, Inc. and the respective Teams and may 
not be used, in whole or in part, without the prior written consent of NBA 
Properties, Inc. © 1994 NBA Properties, Inc. All rights reserved. 
Developed by Iguana Entertainment. Inc. Sub-Licensed from Midway’ 
Manufacturing Company, All rights reserved. Acclaim is a division of 
Acclaim Entertainment, Inc, ® & © 1994 Acclaim Entertainment Inc. 
All Rights Reserved. 









